The paper presents an overview of recent topical research on global, energy, health & medical, and tourism economics, and global software. We have interpreted "global" in the title of the Journal of Reviews on Global Economics to cover contributions that have a global impact on economics, thereby making it "global economics". In this sense, the paper is concerned with papers on global, energy, health & medical, and tourism economics, as well as global software algorithms that have global economic impacts. The topics covered include re-opening the Silk Road to transform Chinese trade, education and skill mismatches, education policy for migrant children, code of practice and indicators for quality management of official statistics, projections of energy use and carbon emissions, multifuel allocation for power generation using genetic algorithms, optimal active energy loss with feeder routing and renewable energy for smart grid distribution, demand for narcotics with policy implications, access to maternal and child health services of migrant workers, computer technology to improve medical information, heritage tourism, ecotourism impacts on the economy, society and environment, taxi drivers' cross-cultural communication problems and challenges, hybrid knowledge discovery system based on items and tags, game development platform to improve advanced programming skills, quadratic approximation of the newsvendor problem with imperfect quality, classification of workflow management systems for emails, academic search engine for personalized rankings, creative and learning processes using game-based activities, personal software process with automatic requirements traceability to support start-ups, and comparing statistical and data mining techniques for enrichment ontology with instances.
Introduction
The paper presents an overview of recent topical research on global, energy, health & medical, and tourism economics, and global software. We have interpreted "global" in the title of the Journal of Reviews on Global Economics to cover contributions that have a global impact on economics, thereby making it "global economics". The focus is on recent topical research on important issues in Thailand, but the ideas and methods involved are portable for any country, regardless of their current stage of economic advancement.
Contributors to the special issue are from Thailand, Taiwan, Australia and USA. Most of the papers were presented at the International Conference on Economics, Finance and Statistics (ICEFS 2017) , Hong Kong, China, in January 2017, while the remaining papers were presented at different international conferences. Each conference paper was reviewed by two independent referees, and the revised versions were subsequently reviewed by the two Guest Co-editors of the special issue. The 21 papers include 4 papers on global economics, 3 papers on energy economics, 3 papers on health & medical economics, 3 papers on tourism economics, and 8 papers on global software.
Overview
This section provides an overview of the 21 papers across five broad topics. The 4 papers on global economics are as follows. The first paper is by Ning Mao (China-ASEAN International College, Dhurakij Pundit University, Thailand), and Michael McAleer (National Tsing Hua University, Taiwan) on "Re-opening the Silk Road to Transform Chinese Trade".
Under anti-globalization and isolationism, China is seeking to portray itself as a new leader for globalization under the banner of the Silk Road initiative. Meanwhile, China's traditional and comparatively advantaged industry, silk, has faced dire predicaments and challenges for long time, and needs a transformation in terms of initiatives. Throughout history, the prosperity arising from silk was supposed to represent a microcosm of Chinese society. This paper searches the breakthrough point to improve the current dilemma of Chinese silk enterprises; uses a Case Study for inductive reasoning that is feasible for marketing strategies; and provides a strategy to help Chinese silk enterprises to transform their market positioning and operating modes to obtain better development opportunities. The paper also analyzes the new external environment based on the "One Belt, One Road" principle, which is of crucial importance for the implementation of new marketing strategies.
"Education and Skill Mismatches in Maptaphut Industrial Estate, Thailand" is the second paper by Duangjan Varakamin (College of Innovative Business and Accounting, Dhurakij Pundit University, Thailand). The paper examines educational and skill mismatches by using primary data from Maptaphut Industrial Estate, Rayong Province, Thailand, conducted from 226 respondents. Ordinary least squares (OLS) and unconditional quantile (UQR) regressions are used to examine the mismatches on earnings. The empirical findings are as follows: (1) returns to education of high income workers are larger than average income workers; (2) education mismatches affect earnings, such that over-education is statistically significant, whereas under-education is not significant, for both the OLS and UQR estimates; (3) UQR provides more information on size of the over-education to the returns on schooling; (4) specific training for some job positions also indicates educational and skill mismatches; and Children in Thailand" in the third paper on global economics. The paper explores the critical factors that influence successful implementation of education policies with targeted measures for migrant students. The Edwards III approach was used as an analytical framework for understanding how the key factors that account for the implementation of education-for-all policy have shaped and undermined the success of the policy in practice. Results from indepth interviews of migrant parents and a focus group of local authorities and related stakeholders showed the critical barriers of policy implementation in all key factors, namely communication, resources, deposition, and bureaucratic structures. The collaboration of all relevant stakeholders in local communities occurred in an attempt to fill the loopholes in the policy that has potential benefits to migrant education. The local support towards the success included: (1) coordination among local authorities, NGOs, and local schools to create an effective process to accept migrant children; (2) support of essential resources by business sectors and NGOs; (3) attempts for multiculturalism of local government, communities, and schools; and (4) collaboration between relevant agencies to support a cross-cutting structure of the policy. Renewable energy sources (RES) have high potential toward sustainable development, with a wide variety of socioeconomic benefits, including diversification of energy supply and creation of domestic industry. This paper presents a solution to optimal multi-fuel allocation for the electric power generation planning problem via genetic algorithms (GA). The objective is to maximize the electric power energy output and minimize generation cost. This is a difficult problem because of its data variation and volatility. GA can provide an appropriate heuristic search method and return an actual or near optimal solution. This paper uses some heuristics during crossover and mutation for tuning the system to obtain a better candidate solution. An experimental result showed significantly improved results compared with other techniques. The results in this paper should be useful for connecting power generation with economic growth. can easily be automated. Service-based applications can be constructed by linking services from various providers using either a standard programming language or a specialized workflow language. This paper reviews the use of computer technology which supports health services in Bangkok, Thailand by developing a survey of health services in hospitals, in which the focus is on the attitudes and competence of medical students and physicians, and the availability of health services equipment; and analyzing and providing guidance via a web service that supports health services. A prototype of a web application is created to simulate situations of the use of computer-based devices for supporting clinical operations, involving 12 medical doctors and 3 patients. Two cases are analysed to demonstrate different situations of the web service. In such situations, stakeholders are requested to query patient information and specify the documents. The experiments have been evaluated by considering straightforward criteria to perform activities with the prototype to determine how accurate the documents are requested and specified, and evaluate how the health service performs efficiently. System Based on Items and Tags". Exponentially increasing knowledge in a management system is the main cause of the overload problem. Development of a recommender service embedded in the management system is challenging. This paper proposes a hybrid approach by combining an item-based recommendation technique (collaborative filtering technique) with a tag-based recommendation technique (content based filtering technique). In order to evaluate the performance of the proposed hybrid approach, a group of knowledge management system users are invited as participants in the research. Participants are asked to use the prototype of a management system embedded within the knowledge recommender service for four months, which guarantees that each interaction by participants with knowledge items are recorded. A confusion matrix is used to compute accuracy of the proposed hybrid approach. The results of the experiments reveal that the hybrid approach outperforms both item-based and tag-based approaches. The hybrid approach seems to be a promising technique for a recommender service in the knowledge management system. This is followed by Banyapon Poolsawas (Department of Interactive Design and Game Development, College of Creative Design and Entertainment Technology, Dhurakij Pundit University, Thailand), and Winyu Niranatlamphong (Department of Digital Creative Designs, College of Creative Design and Entertainment Technology, Dhurakij Pundit University, Thailand) on "Using a Game Development Platform to Improve Advanced Programming Skills". A computer game is one of the most efficient instructional media for improving learners' programming skills. Implementing a game development platform or a game engine as an instruction tool provides benefits to learners. This paper observes progress in the learning process, and measures how long learners take to find solutions. The participants in the experiment were divided into two groups. The first group used traditional instructional media, such as lecturing, studying class materials, and solving assigned programming assignments. On the other hand, the second group attended the lectures, similar to the first group, and used a game development platform as instructional media to solve assigned programming assignments. The results showed that the progressive skills of the Game Development Platform learners were higher, and the problem-solving time they spent was lower.
Natapat Areerakulkan (College of Innovative Technology and Engineering, Dhurakij Pundit University, Thailand) considers "Quadratic Approximation of the Newsvendor Problem with Imperfect Quality". The paper presents a newsvendor problem in a fuzzy environment by introducing product quality as a fuzzy variable, and product demand as a probability distribution in an economic and supply chain management environment. In order to determine the optimal order quantity, a methodology is developed where the solution is achieved using a fuzzy ranking method combined with a quadratic programming problem approximation. Numerical examples are provided and compared in both situations, namely fuzzy and crisp. The results of these numerical examples show that the decision maker has to order a higher quantity when product quality is a fuzzy variable. The model can be useful for real world problems when historical data are not available. possible that substantial data are included in email content. In order to help businesses grow faster, a workflow management system may be required. The data gathered from email content might be a robust source for a workflow management system. This research proposes an email extraction system to extract data from any incoming emails into suitable database fields. The database, which is created by the program, has been planned for the implementation of a workflow management system. The research is presented in three phases: (1) define suitable criteria to extract data; (2) implement a program to extract data, and store them in a database; and (3) implement a program for validating data in a database.
Four criteria are applied for an email extraction system. The first criterion is to select contact information at the end of the email content; the second criterion is to select specified keywords, such as tel, email, and mobile; the third criterion is to select unique names, which start with a capital letter, such as the names of people, places, and corporates; the fourth criterion is to select special texts, such as Co. Ltd, .com, and www. Technology, Dhurakij Pundit University, Thailand). The paper gains a better understanding of how gameplay activities facilitate the creative learning process, reviews learning objects as game elements that influence creativity and learning outcomes, and focuses on learning activity in terms of a series of actions, namely goals, action and interaction, and interpretation. The series should be an element of object learning through game elements, that are adapted from a collection of content items, practice items, and assessment within game tasks. The findings illustrate the relationship between the series of actions within classroom activities, show the significant impact of learning outcomes and the series of actions' learning, and facilitate creative learning processes. The paper proposes a method for understanding the relationships between the learning processes that players undertake during gameplay, and the components of the game that allow these processes to occur. This method was synthesized from the focus group by considering the relationships of their learning outcomes and creative processes within game activities. Previous research studied the creative potential in puzzle game play in the process. The pilot participants in the study adapted the process that was observed during the game "Online Gunz 2: The Second Duel", and were recorded their learning outcomes. The anticipated outcomes represented how video games foster learning processes and creative processes. The results illustrate a significant conceptual method as interrelationships between meaningful learning and creative potential within a game-based activities. This is followed by Waraporn Jirapanthong (College of Creative Design and Entertainment Technology, Dhurakij Pundit University, Thailand) on "Personal Software Process with Automatic Requirements Traceability to Support Startups". The paper applies Personal
